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in the Game. 1 
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nn Caution not. to play any of 4 three Pawns 
. i before your Ning. 442 ie NG. 


Hb to gain the: Move wish your King. p. 63 
. o gain .the Move with your King. only, 8 


againſt a King and a Pawn. | Pi. 64. 
* to ſave a Game againſ a Biſhop and one. 
Pawn, with your Ning only.” ibid. 
How to prevent your Adver ſary From 1 2 a 
Game by a Stale. P. 66 
How to force a Stake” © ibid. 
How' to prevent the 1510 of 4 . when you 
are checked... _ 415 ibid. 
N ben to Sei a good Situation. p. 66 
N | 47 FRE % UE 


1 p 
; 


*7 al 


6. * 


T R E 


On 


MT 
3T 


k 4 
1211. s Yo 
** | 
s 14 14 


4 * 


3 
12 


0 F | 
C4 4+ Yet A 


_— P * 
44 St 44% 


Py 
Dil 


* 


C H A P. 41 5 


14 


WY 


A 
* 


£ 


w* * wt 


0 U are to ply by ihe Saga 


L ES 


OF v4 
LOTS bh 

Lo 
1 


* 


Lans 24 


lt od - 
* een LY Li : 
#4 fo 7 


- 


4 Py £%* 


* ; " 
TS. Fw 7 


* Cy 


141 1 


2 vr bg HA - 


1 


1 * 
1 
* £ bs 7 
we us 


22 


20 


a' 1 


CREE EA 


Pp * 

| fo 
I * 

of * 


DEE 
401 


are bachearge wh thoGanh, 


— your Adverſary, you are to 
B 


play 


to nicks pra 2 ue Points elder-hand, 
and thirteen Points/younger-hand ; and 
you are always to compare your Game 


with pour [Adverlaryſs, and diſcrd ab- 


cordingly. 


be Venere tion of 
winning DNN i eſſedtial 
a part of the Game, that it generally 
makes twenty-two or F 
difference; ſthereſore you are not to diſ- 
card for low Quator ze, „och as three 
| Queens, "three | aves, of three Tens, 
becauſe in any of chele Cates, the Odds 
are three to one elder-hand that you do 
not ſucceed, and ſeventeen to three 
 Foungerthanil;, Hoc let. is ge 
ſhould go for a Vaterært of N 
Knaves, or Tens, and chrqur dt 


Ace dr a King, by ſe doing you 7 run 
dhe Rid of lolingdlioveroycitty; 


— 


Paints, 


in 


| Fat 
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in expectation of winning fourteen 


* 


* boginnlris of a Norte „ue ts 
play to make your Game, which is twenty- 


ſeven Points elder-hand and thirteen 


Points younger-hand : therefore ſuppoſt 
you are elder-hand, and that you have a 
Terce-Major andthe Seven of any Suit, 
it is five to two but that you take in on 
Card ont of any four” certain Cards; 
therefore ſuppoſe you ſhould have three 
Queens, three Knaves, or three Tens, 
you are in this Caſe to diſcard one 
of them preferably to the Seven of ſuch 
a Suit, becauſe it is three to one that you 
do not take in any one certain Card elder- 
hand to make you a Nutor e, and eon- 
ſequentiy you diſcard the Seven of weh a 
| Suit to a great Diſadvantage, 
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If your Adverſary is greatly before 
you in the Game, the conſideration of 
winning the Cards muſt be put quite out 
of the queſtion: therefore, ſuppoſe you 
ſhould have a Quart to a Queen, or a 
Quart to a Knave; in which caſe it 1s 
only about five to four, being elder- 
hand, but that you take in a Card to 
make you a Quint, and about three to 
one but that you take in a Queen, a 
Knave, or a Ten; ſhould you have 
three of either dealt you, it is good 
play to make a Puſh for the Game, 
particularly if it is ſo far advanced as 
to give you but little chance for it in 
another Deal; and in this, and other 
Caſes, you may have recourſe to the 
Calculations aſcertaining the Odds. 


Re, 


V. 
To gain the Point, generally makes 


| 1 8 ten 
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A Treatiſe on PI GuET. 65 
ten Points difference; therefore · when 
you diſcard you muſt endeavour to gain 
it, but not risk the loſing of the Cards 
by ſo doing. 


V 
* The faving of your Lurch, or the 
lurching of your Adverſary is ſo mate- 

rial, that you ought always to risk 


ſome Points to accompliſh either of 
them. 


VII. 


If you have fix Tricks with any win- 

ning Card in your Hand, never fail play 

ing that Card, becauſe at leaſt you 
play eleven Points to one againſt your- 

ſelf by fo doing, unleſs in play you diſ- 
cover what Su your e bas 
"_ out. * 


If you are greatly advanced in the 
B 3 Game, 


- 
— 
by * rr ˙ VA rn, ri Fre — - * 
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Game, as ſuppoſe you are eiglity to 
fifty, in that cafe it is your Intereſt to 
let your Adverſary gain two Points for 
your one as often as you can, eſpecial- 


ly if the next Deal you are to be elder- 


hand; but if on the contrary you are 


to be younger-hand, and are eighty-ſix 


to fifty or ſixty, never regard the loſing 


two or three Points for the gaining of 


one, beeauſe that Point brings you with- 
in your Shew. 


The younger Hand is to play upon 


make his thirteen Points, he is to carry 
Terces, Buarts, and efpecially to firive 
for the Point: but fappoſe him to have 
two Terces from a King, Queen, or 
Knave, as it is twenty- nine to twenty- 
eight that he ſucceeds, he having in that 
caſe four certain Cards to take in to 
make bim a _ to either of them, 


— 


0 and 


ow not td call thees Queens Knaves, 


4 Tec d an Pau v. 


and! perhaps thereby fave a Pigue, &. he 
ought preferablꝝ: ta go fen that which: bs 


has the moſt chance to ſucceed in: but 


if inſtead of this Method of play he has 
three Queens, Knaves, or Tens, and 
ſhould attempt to carrqj any of them 


prefecably/to- the.:othets; the Odds that 


3 does nat ſucoged being ſeventeen to 


cards to a great e 19% #2 


X 


— os oubgrrduanedi hive 


oy to fink: one of his Point, à Tercs, 


er dee Kings, Queens, Knaves, or 


Feng in hopes af winning! the Cards; 


but tat. in f er erg 
ee arent, "Fe 2 


© x ' "ES." L.a4 | Ir K > os ' S 23 |; 5 » a \ 


1 4 


een en bed thy or n 
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Wes and to: fink one Card of his Point, 


BULLY B W_ which 
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three againſt him, he conſequently: diſr - 
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which his Adverfary may 1 to be a 
wane to a AY l 11910 80 


4 2 We. 4 


eu ns; ͤ e RACER 
The younger-hand having the Cards 
equity dealt him, is not to take in any 
Card if thereby he runs the Rick of lo- 
fing them, unleſs he is very backward in 
the Game, and has chen a | Scheme for a 

- eat Bee" % a ek Shad Ls ot ado 'J 


' | . | c 
i tlie youger-hand has u probability | * 
[| of faving'or''winning-the.'Cards by a | 
deep Diſcard; as for example, Suppoſe 
he ſhould have the King, Queen; and 
Mine ef a Suit, or the King, Knave, 
and Nine of a Suit; in this caſe he may | 
| | diſcard either of thoſe Suits, * with a 
i | moral certainty of not being attack'd in 
l | them, and the Odds that he does not 
take in the Ace of either of thoſe [Suits 
| being againſt him, it is not worth. his 


4 WY * — | while 


Cards. 
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while to diſcard otherwiſe in expedation 
of ſucceeding. | 

„ 
The younger-hand having, three Aces 
dealt him, it is generally his beſt 185 to 


| ans out the fourth Suit. | 


The younger-hand is generally to 
carry Guards to his Queen-Suits, in 
order to make Points and to fave the 


* 
7" ME + 


When the younger-hand obſerves that 
the elder-hand, by calling his Point, has 


hve Cards which will make five Tricks 
in play, and may have the Ace and 
Queen of another Suit, he ſhould throw 


away the Guard to that King, eſpecially 
if he has put out one: of that Suit, Which 
B 5 will 


9 
* — — — 
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will give Bim an even chance Wee 
the Cards. Ed 


133 
F che elder - hand has a Quart to a King 
dealt him, with threr Kings and three 
Queens (including the King to his Wer?) 
and that he is oblig'd to diſcard, either 
one of his Quart to the King, or to 
0 mne Queen, 


Alen. Which i is beſt for him 0 . 


card ? 


Anſwer, The Chance for i in 

the Ace or Nine to his Quart to a King, 
being one out of two certain Cards, is 
exactly equal to the taking either a 


King or a Queen, baving three of exch 
dealt him; 5 therefore he is to diſcard in 
tach, a manner as Lives him the faireft 
— probability of winning the Cards. 

The foregoing ile may be a een 
Direction to diſcard in all Cafes” of the 
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like nature eder 
Hand. Fi | 4 | 15 ng 


XVI 


Sappoſe' the -elder-hand- has taken in 
his fiveiCards; and that he had the: Ace, 
King, and Krave of a Sum, having dif- 
carded two ef that Suit; he has alſo 
the Ace, King, Knave, and two ſmall 
Cards of another Suit, bet ae: Ig: 
Card in the other duits. 89 

Query Which of these Sein is n 
play from, in order to have the faireft» - 
chance of winning, or ſaving the Cards? 

Anfwer.. He is always to play from 
the Suit of which he has the feweſt in 
number ; becauſe, if he finds his Ad- 
verſary guarded tHe, the probability is 
in his favour that he is unguarded in 
the other Suit; and ſhou'd he play 
from the Suit of which he has the 
moſt in number, and finds his Adver- 
fary's Queen guarded, in that Cafe he 
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has no chance to ſave dt win the 
Cards.” | be 


* 
If the elder- hand is ſure to make the 8 
Cards equal, by playing of them in any.” | 
particular manner, and is advaneed be- 
fore his Adverſary in the Game, he is 
not to risk the loſing of them; but if 
his Adverſary is greatly before him, in 
that caſe it is his Intereſt to risk the. 
| loſing! of the Cards, in ee of 
winning of them. 
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o enMnurlo 155. 4 N 45:03 let I 
N UPPOSE you are ena 
and that you have dealt you a 
„ - Quart-major with the Seven and 
Eight of Clubs, the King and Ten of 
Diamonds, the King and Nine of 
4 Hearts, with the Ten and Nine of | 
+ | Spades. 
Query, Whether you are to Any? a 

I Card, by carrying the Qyart-major and 
* | two more of the fame Suit for the 
I Point, With two other Kings, or 10 
« | throw out one Card of your Point? 
i: | Loadnſweryi If you, throw out one, Can: 
t | of peur Point, here is à poffibility that 
you reckon only five Points, and that 
+ | your Adyerfary may win the Cards, by 
| 302 N which 


* 
. 
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which Event * 2 eleven A. be- } 


you a 1. þ th for the pray : But 
by leaving a Card, and admitting that 
one Card of conſequence lies in the fe 
Cards which you are intitled to take i in, 
it follows that you have four chances to 
one againſt leaving that Card, and con- 
ſequently it is your. Intereſt to leave a 
Card: The Odds is allo. greatly in your 
favour that you; take in ſome one of 
the following Cards in fou Cards, di. 
there are two to your Point, three _ 
nen | | ed 
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12 you 1 to 1 the 
Ace, King, and four-ſinall Cards of any 
Suit, with two other Kings, and nd: 
geat Suits againſt you, the ke Method 

m tgra—cin 


* 
* Ex 
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and Nine of Spades. 
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þ ” * 8 , 4 5 * f 
ent $438) 


;"Suppati 5 you flows have the © King, 
Gen and four of the ſmalleſt Clubs, 


the King and Queen of Diamonds, the 
Ace and Knave of Hearts, and the King 


* : 


Dery. How are you to diſcard with 
rr of making the moſt Points? 
Aver. Von are to throw out the 
Queen and four mall Cubs, and to car- 
ry three entire Suits, with the King of 
Clubs ; for this reaſon, becauſe the 


| Chanee for your taking in the fourth 


King, is exactly the ſame as the Chances 
of taking in the Ace of Clubs, im either 
of which Cafes it is three” to one againſt 
; but if you fail in taking in the 
urth King, by diſearding thus yow 
have a fair Chance to win the Cards, 
which wilt probably make twenty-ewo) 
Points difference; but ſhou'd you diſ- 
ard with an ExpeQation ef taking in 


n —_ mas adit. activa... eb. act. ab his 68 _-_ 


x6 A Treatiſe on PrqveT, 
the Ace of Clubs, and ſhou'd happen to 


fail, you being oblig d to throw out 


ſome of your great Cards, you wou'd 
have a very diſtant Chance of either ſav- 


05 or . the ale 


| Suppoſe you ſhou'd have the King and 
Queen of Clubs, a Terce- Major in Dia- 


monds, Queen and Knave of Hearts, 


and a Quint from the Knave in Spades. 
Query. How are you to diſcard with 


a probability of making the moſt Points? 


Aiifiver. You are to throw out the 
Quint to a Knave in Spades, in order to 


make the moſt Points; becauſe, let us 
admit that your Quint is good for every. 
thing after you have taken in, you in 


that caſe. only ſcore. nineteen Points, if 
you carry it, and you probably give the 


Cards up, and alſo' the Chance of a 


Ruatorze of Queens, beſides a great 
Number of Points in play; and, conſe- 


quently, 


SO 


eo 8 RAS BR Oo 


1 > 
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quently, by carrying the Quint you wou'd 
(OK to a rs br e TO" 


_ 4 — 


Suppoſe you have the King, Queen, 
Seven, Eight, and Nine of Clubs; the 
Queen and Knave of Diamonds; the 
Queen, Ten, and Nine of Hearts, with 
the Ace and Nine of Spades. 

Query. How are you to diſcard ? - 

Anſwer, You are to diſcard the King, 
Seven, Eight, and Nine of Clubs, and 
the Nine of Spades; «by: which means, 
you do not only go for three Suits, but 
you have the ſame Chance for taking in 
the fourth Queen, as you wou d have to 


take in the Ace of Clubs; beſicles, the 


Probability of winning the Cards is 


greatly in ** favour "ITY wy Method of 


Kotha moe | hn 
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Nine, Eight, and Seven of Clubs; tho 


Knave and Ten of Diamonds; the King, . 
Queen, and Knave of Hearts, with the be re 
Ace and Nine of Spades. i 
- Query. How ate you to diſeard 2 ty 
Auſiuer. You are to diſcard the five I. 
Clubs, becauſe.it is three to one that yen þ., 
do not take in the Koave of Cuba, and 8 1 


the carrying three entire Suits gives you 
5 fuirectlamon ce _ more RUG: 
. you, haye the Ace, id 
and Knave of Clubs ; the Ring, Queen; 
and Knave of Diamonds; the;Queen and 
Knave' of Hearts, with een "Ow | 
OW and Seven af Spade. 
Query; How are you ta dend? | 
| Anſwer, Yoware to diſcard the * 
Clubs and the four Spades, becauſe i It: 1s 
only five to four but that you take in a 
Queen or a Knave; it is alſo about three 
1 0 chat you take in an Ace; yon have 
alſo 


A Treatiſe n POET. 19 
iſo three Cards to your Terce to a King 
o take in, vi. the Ace and Ten, or the 
en and Nine to make you a Quint, all 
hich Circumſtances conſidered, you 
have a fair probability of making a great 
ame; whereas, if yon ſhou'd leave a 
ard, by throwing out the four Spades 
only, you run the Risk of leaving one 
of the following; Cards, d the King 
of Clubs, the Ace of Diamonds, the 
Ace, Queen, or Knave of Spades, in 
any of which caſes you wou'd probably 
looſe more Points than by throwing out 
the Ace of Clubs; and: if you ſhou'd 
carry two Suits, uig. three Clubs, three 
Diamonds, and the. Queen of Hearts, 
yu ron the Rick of putting out fours 
teen Points, and it is only five to four 
againſt your taking in a Queen or a 
Knave, and therefore: you wan'd _ 
, er enn 


, 


he 


Ve 
ou 


nd 


VI. Su p- 
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F VIII. 


Suppoſe you have the king, * 8 
and Ten of a Suit, and that your Adver- fe 
fary has the Ace, Knave, and one ſmall 
Card of that Suit, and that you have only Yar 
thoſe three Cards left, and 'you' are to 2 
make three Points of them. f 

Very. What Card are you to play? 

* You + are to play the Ten. 


1 os if 
ee you have the Ace, Gn. 
Ten, and Nine of Clubs, alſo the King, 
Queen, Ten, and Nine of Diamonds. I; 
Query. Which of theſe Suits are you 
to carry, in order to have the faireſt pro- 
bability of ſcoring the * N amber 
of Points??? 
 . Anſwer. You are to carry the King, | 
Gen, Ten, and Nine of Diamonds, Ra 
becauſe the Chance of taking in the Ace 
of Diamonds 1 is exactly equal to that of 
| * 


COT 
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king in the King of Clubs, and alſo 
he Chance of taking in the Knave of 
Piamonds is equal to that of taking in 
nne Knave of Clubs, by which manner 
4 If diſearding you have a probability of 
coring fifteen Points for your Quint in 

8 diamonds, inſtead of four Points for 
e Quart | in Clubs, and the Chance for 
inning the Cards is better, becauſe by 
aking in the Ace of Diamonds you. have 
yen Tricks certain, . which cannot. hap- 
Jen by EG, in the King of Clubs. 


nl n * 


Suppoſe you oa four Aces, ny two 
Kings dealt you younger-hand, in order 


deep Diſcard, ſuch as the Queen, Ten, 
nd Eight of a Suit, by which means, 
you Happen not to take in any Card 


Yer 


2a o ſuch Suit, you may probably per the 
\d lary. 

\ce * . r . 

- of arts RAA nas 


XI, Sup- 


ing 


d capot the elder- hand, you are to make 
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iy; en Men ai XI. Ws | 
\ Suppoſe. elder-hand- tua you WP 
Aee, Queen, Seven, Eight, med Nike b 
Clubs, alſo the Acc, Knave, Seven 
Eight, and Nine ef Diamonds, 
Query. Which Suit are you to carr) 
in order to make the moſt Points? 5 
. Anſwer. You are to carry the Ace 
Rnave, Seven, Eight, and Nine of Dia 
monds, becauſe the taking in the King 
of Diamonds is equal to the taking in of 
the King of Clubs, and conſequently as 
good for winning the Cards ; but you 
have the Chance of taking in the Ten of 
Diamonds to make you fifteen Points, 


2 e 


dhich Event cannot happen by taking inf} | 


1 


ary one certain Card in Clubs. 


Sappoſe elder-hand that you have theſ 
Ace, Queen, Seven, Eight, and Ten of 


Clubs, alſo the Ace, Knave, Seven, Eight 
and Ten- of Diamonds, Very 


13 3 
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Very. Which Suit is beſt to carry? 
Anf. Jou are to carry the Ace, 


9 Knive, Seven, Eight, and Ten of Dia- 
OF mands, becauſe the Chanoe of taking in 


the K ing uf Niamionds is equal to the 
Chance of taking in the King of Clubs, 


and conſequentiy as good for winning the 


Cards; but yeu have an additional Chance 
of taking in the Nine ef Diamonds to 
wakloyou fiſtern Points, which Event 
eue bapper un taking in any cn one cer- 
tain Card in Clubs. 


1 
| Suppoſe you have the Ace » Queen, 


Ten, and two more of a Suit, alſo the 
Ace, Queen, and Ten of another Suit 
only. And let us fuppoſe, that your Ad- 
verſary has ſhewn fix Cards for his Point; 
ſuppoſe the Ace, Queen, and four ſmall 


ones, and ſuppoſe you are guarded in 


that Suit; as ſoon as you have the Lead, 
you are to 110 from the Suit of which 
I 4 f. } 4 you 


"SP 
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you have the feweſt in Number, becauſe 
if he is guarded in that Suit, he is pro- 
bably unguarded in the other Suit; but | - 
ſhou'd you begin with the Suit of which | | 
you have the moſt in Number, if he 8 
happens to be guarded there, you then 
have no Chance to win the Cards, which | 
may prove. otherwiſe if you begin -with 
the Suit of which you have the feweſt 
in Number; if he is guarded in both 
uits, you have no ne to win a the 
Cards. | 
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h Ui l 0 H A P. III. 21177 tig 
Some ine ons direfti ng Wi ith moral 
. Certainly, law 70 4 Heer wel! any 


, 2 


_ Hans. 1 nr, 2 
0 7! OR wr 182 * 
HE Chance of an elder-hand's 
8 I taking one certain Card is 3 to 1 
8 _— him. 
. 
That of ks 9 ta certain 0 ids, 
18 18 to. 1 3 him 


UM... 
1 would — What are Nabe Odds 


# 
1 ** 


„1 E 
- b 


I an elder-hand takes in four Aces? Fees 
| * That he takes ) ien. for tin” 
5 in 4 Aces is 7 7 l 968 * Fa 
| At leaſt 3 of them js about 33.,t0.,1 

| $52 2 of them 3 to 1 
| bn 1 of them 2 to 


C IV. If 


* a * . 
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* er et” + 4» TY bc > * 
5 Wa IV. N ct r 


Mi. 
„ —— 


| If 2 an Ro iy IP one Ao dealt 
him, what are the Odds that he takes in 
the other three? WED | ROOT 
Anſwer. That he takes}. apint him, forkin 

in the 3 Aces is 113 to * 
At leaſt 2 of them about 6 to 1 


— ” 


5 
5 » 
* 


him, what are the Odds that he takes in 
the other two? © | 
Anſwer . That he mn ; forhim 


in the other 2 Aces Is = - 18 to 1 
At laſt, _ 1 of them is 
near 5 to 04 againſt h im, 


„ #F [1 
$36 p; Li 775 1 
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If an elder-hand has two Aces dealt | 


1] 210 5 [3 ir. 


In aſe the elder- bins iT = 255 | 
and 


a 
C 
A 
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and two Kings dealt him, What are the 
_. | Oads: that he takes in either the two 


Aces or two Kings remaining ? 

againſt him, for him. 
- Anſwer. It is about © 17 to 2 
ky 5 e. VII. 
N Elder-hand having neither Ace nor 
; | King dealt him, what's his Chance to 
take in both an Ace and a King in 2, 3, 
4, Or 5 _— 


agalaſt him. „Sale 


Auſioer. In 2 Cards is about 11 to WS 7 


28 Is:3 Cards C (to I 
In 4 Cards 9 to 
11 TOY Cards 33 to 31 
+ | 


\ 


What are the Odds that a younger- 


hand takes in two certain Cards? 


4 againſt him. forkie 
" Anſwer, = = 62 to 1, 


What are the Odds that a younger- 
hand takes i in three certain Cards?” | 


i : Wb. muon 
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N . 1 againſt him. for him 
 drfwer, - i 9)! 4392100; }:;23 

„ f 
The younger-hand having no Ace 
dealt him, what Chance has he for his 
taking one ? Vir 
A⁊u ga inſt him. for him 


Ayſiver. It is 28 to 29 


1 N 

If the younger-hand has one Ace 
dealt him, what are the Odds of his tak- - 
ing in one or two of the three remaining 


Aces? 


Anſiver. That he takes ) Wiathia. for bin 
in two of them is about f 1 
At leaſt one of them 3 to 2 
. 
What! are 1 Odds, an * younger- 
hand takes in one certain Card! 7 , 
Anſwer. That he does 5 m for bis 


"not ike r nnn, 
5 What 


* 
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What! is the Odds of a Quart-Blanch ? 


againſt him. - for him 


-. Anſwer, - = 1791 to 1 


. . 151 ay . Bt 1 9 


K 


CHAP. IV. 


An EXPLANATION and APPL 1- 


CAT10N of the foregoing CAx- 
CULATIONS. 


I. 


s 8 by the firſt Calculation, it is 


8 three to one, that being elder- 
hand, you do not take in one 


certain Card; you have, therefore, a | 


better Chance of advancing your Game, 
by carrying two Suits for Points and the 
Cards, than by aiming at Quatorze of 
Queens, Knaves,. or Tens, 


C4. II. Se- 


0 
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_ Mi 

Second Calculation ; to take in two 
certain Cards elder-hand, is eighteen to 
one againſt you. 

Therefore, ſuppoſe you have a NQuart- 
Major, and two other Aces dealt you, 
the Odds that you do not take in the 
Ten to your Quart-Mejor, and the other 


Ace, is eighteen to one againſt you; but 
that you take in one of them, is only 


twenty-one to ſeventeen againſt you, And 


ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen 

to one againſt your taking in the other 

Ace and the other King; yet it is not 
much above five to four but that you 
take in one of them. This Example 
Thews, how you are to ern in Caſts 
.of Us * Nature. 


DET e III. Mn en 
The Odds of taking in four certain 
. 3 * Cards, 


E 


5 % 
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"Catds, as four Aces, Gc. being nine hun- 
dre ahd de eight to one by the third 
Caleilätion, is ſo great a Chance of not 
ſueceeding, "that it is ſcarce worth fur- 
ther te n 
i "Bi bo ks . lier Ole yr of tr 
ad Gr. 'certiin Cards Ader hand, is 8 1 
15 N ee to one againſt = | 


ng | 

” Saß pofe 5 vou have. TWo es and two 
ben 125 the Odds bf taking three 
: r elt oi or för Uertith Cacdk, foch 
1 cw Kings and bite Ace, of tho Ates 
10 and a King, are bf thirty: three to ofle 
againſt you. ox 

er But 175 you. oy'd want to take 


Ot Atl $0" en (1535GE Al 
In an 15 wo Out of our "cer 1 Eards, | 
u I i 10 21 1 4 
Tach as ucen of labs, dhe 1 Ten of | 


« Diaiof ZN the re 884 — — and} BE. 
f Heirts, being alder dad, © it a ap appears 
'by _ the Cale FR to be. Bang fo one 


nit yo Fre 34 che d IQ 1 e 
nl and the $ are th c 
22283 2 It 
or any 8 out of four certain Cad. 


C 4 But, 


— — DO SIR 
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But, if being elder-hand, you only 

; Want one Card out of four, the Odds are 

five to two in your Fayour, that you take 


it in. Therefore, if you have four Tens, 


or any inferior Qyatorze dealt you, and 


no Ace, it's great Odds in your Fayour 
that, being elder-hand, you take in one 


Ace, and ought to play your Game ac- 
cordingly. But you muſt always conſi- 


der the Diſadvantage, either of loſing the 


Cards, or even the Risk of a Capot, 


which you run, the Hazard of, by ſpoil- 


ing your Hand, with 1 ny Tens 


when they are not good. 


IV. 
* che fourth Calculation if V bh 
ne; 5 dealt you, i it is one hundred and 
thirteen, to one that vou do not take i in 


11114 


abe ut fix to one, that you do not Take | in 
two out of the, three; | but that) you take 
in one out of the three, | is about three 

O37: M 


1 * 
— 0 2 * 
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— >. 
ed ww > „ ML 


Lo CO VY 


m_  "" Wo 


A. Treatiſe on P1 QUET. 33 
to two in your Favour, or one hundred 
and thirty-ſeven to ninety- one. 

85 As for EXAMPLE. 
You have a Quart from a King, and 
two Kings more dealt you, as it is three 


to two that you take in either Ace or 
Nine to your Quart to the King, or the 


fourth King, as you have the Chance of 


reck . ning fourteen or fifteen Points by 


this Method of diſcarding: You ought 
to play accordingly, and this Method 


ſhews you how to play any Hand of *F 
like Sort. . 

But if you ſhou d diſcard, with an Ex- 
pectation of taking in two Cards out of 
three certain Cards, the Odds againſt fuch 
an Event being above ſix to one; your 
Game muſt, indeed be very deſperate, if 
you attempt to diſcard \ to that purpoſe. 
The Chance of taking in three certain 
Cards being one hundred and thirteen ta 
one, is a very diſtant Chance, yet e even 
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ſuch does happen ſornetimes, but onght 
never to be ventur'd upon, but when a 
Man has no other Reſource in the Game. 


9 : V. 

The fifth Calculation is, ie if you 
have two Aces dealt you, it is eighteen 
to one that you do not take in the two 
other Aces; but only ſeventeen to twenty- 
one that you take in one of them: Let 
us illuſtrate the Uſe of this by an Exam- 
ple; ſuppoſe you have a Nyart-Major 
dealt you, and a Quart to a King, and 
that you are greatly behind your Adver- 
fary in the Game: To take in the Ten 
to your Quart. Major is three to one 
againſt you; but to take in the Ace or 
Nine to your Quart to the King, is only 

men five to four againſt you. 
Alſo, by the fame Rule, ſuppoſe you 
55 three Kings and three Queens dealt 
you, the Odds of your taking in both a 
_—_ and a Queen are eighteen to one 
againſt 


t 
C 
| 
t 
( 
t 
c 
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againſt | rr. but that of your taking 
dne of ther, is only ſwe to four againſt 
oC , 

"Aj other Caſes of the like Nabe may 
be difcarded by this MO of Calcu la- 
tion. Tt. kh: oj og 


o * 4 © £\ 
482 40 2550 Ain i .f104? 


=” by the ſiith eiten fi is ſeven 
n 00 tat you d8 not take in two 
certain Cards out of four, ſuch as two 
Rigs, tio Qiitens, Oe. Yeu tilt f not, 
therefore, con und this with tlie third 
inden 0 where the Odds are not above 


three to one that vou take 1 in two Cards 


out at of 1 | Hour. berg 
5 2 vn. 71 -38t) 
1 131 
. n an * — nor po * 


dealt ydu, what are the Odds, of, your, 
taking in both an Ace anda King in two, 


in three, in four, or ow Cards 2 


y 4 0 


, v 1 A 
30:1: + - 8.4 4. - * 260 \ | 4 *- 
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VO" To take 1 in an Ace and à King 


ny. aA 
In 2 GE is about * to 1 


Ray: In 3 Cards ek — to 1 
Wn Cards ; wid 5 6 89 % 5 
„„ ut if ron 
You may obſerve, by the foregoing 
Calculation, what are'the Odds of taking 
in two, three, four, or five Cards out of 
any eight certain Cards, and conſequently 
diſcard to the greateſt Advantage., MEAL 
The foregoing Calculation is. either for 
the elder or e Rpt. n 


— 
l 


„„ PR 
Let us ” ppoſe the younger-hand 10 
have two Quatorge againſt him, he may 
obſerve, that it is not above four to one 
but that he takes in one of each of them. 
The like Rule may ſerve for any 1 1 
cight certaih Eads. ee 
0055 1 Das 226A 116 {1790 A 39 * 
e uot ni auh fi 
As * the ers Calculation, it is 
fixty- 


* 
j 


Wee 
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ſixty- two to one that the younger- hand 


does not take in two certain Cards, which 
Event happening, he ought not there- 
fore to run the Hazard of ſo great a 
Chance, but when his Game is deſpe- 


rate, and does not proiniſe him another 


2 
77 che ninth Calculation, as it is istrrenty- 
nine to twenty-eight that the younger- 
hand-takes in-one Ace, having ! none dealt 
him: The Calculation is the fame” for 


Nur Card out of four ce certain Cards. 


15 guo 


Aa for Ba Mun: » 91 82 


** you have two Quarts dealt 


you from the King or Queen a UE any Suit, 


it is the ſame Odds of twenty- nine to 


twenty-eight, but that you take in a 
Card to make one of them a Quint, and 
therefore you are to diſcard accordin SV. 


\ 7 i: * 6 


- 12 — 
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As alſo, that you take in either Ace, 
King, Queen, Knave of any one Suit, 
when R is ann 185 


„ K 


X. £5 550803) 
Z The tenth Calculation is, that if the 


younger-hand has one Ace dealt him, it 


is twenty-one to one that he does not 
take in two Aces, and about three to two 
| that he does not take in one of them, 
which Calculation holds good in the tak- 
ing in any three other certain Cards. 


Therefore, for Example, let us ſuppoſe, 


that as it is but three to two againſt the 
younger-hand's taking one Card out of 
three to fave a Pique, or a Repique, it 
would generally be reckon'd good Play, 
either to throw one from his Point, or 

diſcard a King, Sc. for the Event of 1 a 


hance. 15 iu cg 
8 3 


By the eleventh Ealeulation, i it is & 
venteen to three, younger-hand, againſt 
| your 


a 
I 
a 
8 
a 
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de, | your taking in any one certain Card; 


ie, | therefore, the — of not ſucceeding " 


u. this Caſe are ſo greatly againſt you, that 
lit ought not to be attempted, eſpecially 

if the winning or ſaving the Cards is 
I risk'd by ſo —_ oo in deſperite 
Caſes. 


CHAP. V. 


Caſes of CURIOSITY and 
Y INSTRUCTION. baby 


| 1 120 | 
Pr UPPOSE ow are 8 
hand, and that you have the 
Queen, Knave, Seven, Eight, 

and Nine of Clubs; alſo the Seven and 
Eight of Diamonds, the Seven of Hearts, 
and the Ten, Nine, Eight, and Seven,of 


my ! and that the elder-hand has left 


a Card: 
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Wery. How are you to diſcard to put 
it in the power of the Cards to idee 
the elder-hand. 

Anſwer. You are to car ry the fre 
Clubs and the four Spades, and to. leave 
a Card; and by taking in the Ace, King, 
and Ten of Clubs, you repique your 
Adver n 
Suppoſe you have dhe Clubs, * Ace 
and King of Diamonds, the Ace of 
Hearts, and the Ace of Spades: : 

Query. Whether you repique the 
any oa or nat ? 

Anſwer. The younger-hand may hats 
a Quart- blanche, by having three Quarts 
from a Ten, which reckons firſt; and 
therefore he 1 is not repiqued. | 


HI. 


What is the higheſt Number to by 


made of a Pique? | 
Anſwer. 
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it Anſiwer. Eighty-two Points. 
ae What are the Cards which —_ 
Achat Number. 

ve Anſiner. A Quar- Major i in Clubs; a 
ve Quari- Major in Diamonds, Ace, Kivz, Ws 
7 land Ten of Fires, with the Ace of 
ur Spades. 1 6 

This is only upon uppouan that the 
Vart- Major is good for every thing. 


. 
| ed 
- ® \ 
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of | What is the higheſt Number to be 
made of a Repique and Capo? 


ie | Anſwer, A hundred and ſeventy points. 
What are the Cards which mt 

that Number? | 

Anſwer. The fs Terce-Maj n, "wh 

d flare ſuppoſed to be good for every thing. 


1 „ 7 p 
+% > A FF * * 7 


Suppoſe you are elder-hand, and that | 
you want cight Points of the Game, and | 
hat the Younger-hand wants - tenty- | 


4 
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three Points; and ſuppoſe you have 
dealt you the Ace, King, and Queen « 0 
Clubs, the Ace, King, - and Ten o 
Diamond, the Ace, Knave, and Nine of 
Hearts, the Knave, en, and Seven o 
Spades: . 

Query. How are you to diſcard to pre 
vent any poſſi ibility | of the younger 
hand's making twenty-three Points, anc 
he is not to reckon a Charte-blanche? 

Anfwer. You are to diſcard the Kin 
and Queen of Clubs, and the Khave 
Nine, and Seven of Spades, by whid 
Method of difcarding, 'you are certain t 

make eight Points before the Younlger 
| hand © can n make IA nt 


VI yes a. 
£ bf A. + 92 1 * 29 0 


80 W you \ 575 the Ace, Qua 
and Knave of Clubs, with the Kin 
and Ten of Diamonds, and ſuppoſe you 
Adverſary has the Ace, Quetn, af 
Kae of Diambnds, and tlie King an 

Te 


hav 
no 
1 0 
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Ten of Clubs, your Adverſary being to 


lead is to make five Points, or to loſe the 
Game. 

'  2uery, How ſhall you play to prevent 
him from making of five Points? 


Anſiber. When he plays his Ace of 
Clubs, you are to play your King of 


Clubs, by which means he can make 
only four Points. 


VII. 


A and B play a Partie at Piquet. 
They are one Game each of che 
Partie. 
A has it in his power to win the ſe- 
cond Game, but then he is younger- 


hand at the beginning of the next 


Game. 
A has it alſo in his power to reckon 
only ninety- nine Points of the ſecond 


Game, and B is to be ſeventy: 


2yery. Whether it is A's Intereſt to 


win the ſecond Game or not? 
| 7 Anſwer, 


* 


äy— —L——' — 22 ——— . 


. 
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Anſwer. It is A's Intereſt to win the 
ſecond Game, in the proportion of fours 
teen to thirteen in his favour, 


CHAP. VE 


Some COMPUTATIONS for laying 
Money at the Game at Piquet. 


I. 


| 6: T is five to four that the eldeſt 
Hand wins the Game. 


II. 
It is about two to one that the eldeſt 


hand does not lurch the younger-hand. 


III. 


Tt is near four to one that the younger- 
hand does not lurch the elder-hand. 


Suppoſe 


Su 


ut 
du 
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S uþpoſe A and B make a Partie at 


W 


J. 
A bas the Hand; What's the Odds 
at A wins the Partie? 
Anſwer, It is about twenty-three to 
enty. 3 


1 _ 


II. 


If A has one Game, and B one Game, 
ze who is eldeſt-hand has above five to 


bur to win the Partie. 


III. 


If A has two Games love before they 
> ſt for the Deal, the Odds are above 
dur to one that he wins che Partie. 


W. 


4 If A has two Games love, and A has 
e Hand, the Odds are about hive to 
ne that he wins the Partie. 


ſe 


fo 
3 
4 
{ 
( 
| 
| 


— gy ——o— 


— - 
- > — 
** 


— 


four. 


Games to one, the Odds in favour of A 
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| _ 7 
If B has the Hand when A is two 
love, the Odds in fayour of A are about 
three and a half to one, FI 
If A has two Games, and B one, be- 
before they cut, the Odds in favour 1 ABR 
are above two to one. 


AA A1! VII. 
If A has the Hand, and two Games 
to one, the Odds are about eleven to 


VIII. 
II B has the Hand, when A is two 


is about nine to five. 


If 4 18 one * love, and elder- 
hand, 


— 
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and, the Odds in faygur of A is about 
venteen to ſeven. 45:08 


el... iff =: N $i 

ot: © on au IK Jin 
If. A is one Game love, and younger- 1 
and, the Odds in favour. of A is about | 
vo to one, | 
e > 34 1 . Nelly TON An of PL. * 1 

b ; "3 75 — 2 , . 1 

to LIN 

75 Is 91 E der- hand! is oblig'd to lay 
| 1 out one Card. 
vo | 
A „ 


If the elder- hand takes in one of the 
ree Cards which belongs to the youn Bere 
and, he loſes the Game. | 


d, 117 III. If 
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If the elder-hand, in taking his five 
Cards, ſhould happen to turn up a Card 
belonging to the younger- hand, he is to 
reckon nothing that Deal. 


IV. 
Il che elder or you ef-hand play with 


thirteen Cards, he counts . | 


-- 


th 

If the elder-hand has thirteen Cards 
dealt him, it is in his Option whether he 
will ſtand the Deal-or not; and if he 
chuſes to ſtand the Deal, he is to diſco- 


ver it, and to diſcard five Cards, and. to 
take in four only. 


* 
_ 


"If the - or 1 ws reckons 


ve they have not, they count no- 
thing. 


1 48 | VII. If 


* 
I the elder- hand touches the Stock af. 
ter he has diſcarded, he cannot alter his 
man 2 94:10! 4 ai oll 22 | 1 N 


| $ me 
Tf a Card is faced, and it happens to 
be diſcover'd either in dealing or in the 


Stock, there muſt be a new Deal, unleſs 
it be the bottom Card, | 


m. 
If the Dealer turns up à Card in deal- 


ing belonging to the elder-hand, it is in 
the Option of the elder-hand to have a 


new Deal. 
| X. 
II the ould” takes in five 


Cards, it is the Loſs of the Game, un- 
leſs the elder- hand has left two Cards. 


D XI. If 


9 A p — * 2 
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| XI., 
If the elder-hand calls Forty- one for 
his Point which happens to be ai Qypri- 
major, and it's allow d to be good, and 
only reckons four for it and plays away, 


in this caſe he 15 not intitled to count 
more. 1 . 


XII. 


1 che elder- hand ſhews. a Paine, or 
Quart, or Terce, and asks if they are 
good, and afterwards forgets to reckon 
any of them, it bars the younger-hand 
from reckoning any of equal Value. 

VII i 

Chart-blanche counts firſt, and conſe- 
quently ſaves Piques and Repiques : It 


alſo piques and repiques the Adverſary in 
the ſame manner, as if thoſe Points were 


reckon d in any other Way. 


$4 XIV. Quart- 


i 
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IV. 


r | 'Ruart-blanche reckons before any thing 
- | elſe, but need not be ſhewn till the Ad- 
> | verfary. has firſt} diſcarded ;; only if yu 
, are eldeſt - hand, you muſt. bid the 
t | younger-hand to diſcard for Quart 

blanche, which after he has done, you 

ſhew your Blanche by counting your 


2 Cards down one after another. 

r 4 a 

4 5 ue - TEL + 

n You are to cut two Cards at the leaſt. 

d 1 = TOE pa > | 
KI. 


If you call a Point and do not ſhe 

it, you reckon nothing for it; and the 

>- | younger-hand 11 ſhew and — his 
It Point. | | 


XVII. 


If you play with eleven Cards, or 
fewer, no Penalty attends it, 


* N D 2 XVIII. If 


5% Treatiſe on PI CET. 
XVIII. 
If the elder-hand leaves a Card, and 


after he has taken in, he happens to put 
to his Diſcard the four Cards taken in, 


they muſt remain with his Diſcard, and 
he only play with eight Cards, v/z, thoſe 


— to * Diſcard. 

If the younger-hand leaves a Card or 
Cards, and mixes it with his Diſcard be- 
fote he has ſhew it to the elder-hand, 
who is firſt to tell him what he will play, 


the elder-hand i 1s intitled to ſee his whoſe 
Diſcard, . 


14 | : 


If the younger-hand leaves a Card or 
Cards, and does not ſee them, nor mixes 
them to his Diſcard, the eldeſt-hand has 
no right to ſee them; but then they 
muſt remain ſeparate whilſt the Cards are 


ST 10% | playing 


... 


G 
! 
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playing, and the younger-hand cannot 


look at them neither all that while. 


XXI. 
If the younger-hand leaves a Card or 
Cards, and looks at them, the elder- 


hand is intitled to ſee them, firſt decla- 
ring what Suit he will lead. 


XXII. 


If the Dealer deals a Card too many 
or too few, it is in the Option of the 
elder-hand to have a new Deal; but if 


he ſtands the Deal, he muſt leave three 
Cards for the younger-hanvd. ö 


XXIII. 


You are in the firſt place to call your 
Point ; and if you have two Points, if 
you deſign to reckon the higheſt, you are 
to call that firſt, and are to abide by your 
firſt Call, 


— 


D 3 XXIV, You 


3% FA Treatiſe en P1Quzr. 


ee e 
You are to call your Te erces, Auarts, 
Cinques, &c. next; and to call the higheſt 


of them, in caſe you deſign to reckon 
them. 


XXV. 


You are to call a Ryatorze, preferable 
to three Aces, &c, if you delign to 


e when. 


XXVI. 
92 x le Tower, 3 
your Hand, ; you muſt abide by your 
firſt Call, 


SOME 


Rur s and OBSERVATIONS 


L FOR 
0 Playing well ar CHESS. 
a6 DVR Ro 
N. Po ought * to move your 
a” TL VA Pawns before you ſtir your 
r Pieces, and afterwards to 
bring aut your Pieces to ſup- 
em; therefore the Kings, Queens, 
and — Patyns ſhould be the fir} 
k —_—— nrg to apr Your — 
Well. 51210 
You are not therefore to play out any 
af your Pieces early in the Game, be- 
? D4 cauſe 


- 
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cauſe you thereby loſe Moves, in caſe 
your Adverſary has it in his power, by 

playing a Pawn upon them, to make 

them retire, and alſo opens his Game at 

the ſame time; ef] pecially avoid playing 

your Queen out, till your on is to- 

lerably well open' d. 


a M — — — = "1 
— — — — - = 
— —— — y 
q + us 
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III. 

Avoid giving uſeleſs Checks, and ne- 
ver give any, unleſs you thereby gain 
ſome Advantage, becauſe you, may. loſe 
the Move if he can either PN drive 


— CT, 
— — — 
. — —ä—— — — 
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= Fox Piece away. de 
_ | 2 Fig < 39011] | 
| NE . 2 LE. af. WW Ado 
A 01 21 a > gulli 5 
ene crowd your Same, having 
150 many Pieces together, for fear of 


choking up your Paſſage ſo as to chinder 
your advancing or retreating your Men as 
occaſion may require. 
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3 UE nt bow notes 22 
4 If your Game happens to be crowded, 
* endeavour to free it by making Ex- 
8 changes of Pieces or Pawns, and Caſtle 
5 your King a as ſoon as you conveniently 
. can. ein! ine 
bs Endeavour to crowd” the Adverſary's 
n Game, which is to be done thus; when 
e he plays out his Pieces, before he does 
e His Pawn, you are to attack them as ſoon 


as you can with your Pawns, by which 
you make him loſe Moves, and conſe- a 
1 N crowd bim. ö 


W 
Never attack the Adverſary's King | 
without, a ſufficient Force; and if he at- 
tacks your King, and you have it not in 
| your power to attack his, you | are to of- 


iT Tr Exinnge with him; and if he fe- 
D 5 tires, 
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tires, ate you preſent a Piece to ex- 
change, he may loſe a Move, and con- 


_— you gan. an Advantage. 


ww 


VIII. 


"Sib your Men in ſo good Guard of 
one another, that if any Man you ad- 
vance be taken, the adverſe Piece may 
alſo be taken by that which guarded 
your's; and for this purpoſe, be ſure to 
have as many Guards to your Piece, as 
you ſee your Adverſary advance Pieces 
upon it; and if you can, let them be of 
leſs Value than thoſe he aſſails with. If 
you find that you can't well ſupport your 
Piece, ſee if by attacking one of his that 
is better, or as good, whether you can't 
thereby ſave yours. 


"Xx 


by * wake an Attack but 3 well 
prepar'd for it; nor give uſeleſs Checks, 
for thereby you * your Adverſary 8 
Game, 


E Ro © © Ai 


— 
2 
* 
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Game, and make him ready prepar d to 
pour in a ſtrong, Attack upon you, 28. 
ka your weak. que. is.over. - 


amin d whether -yqu are free from Dan- - 
ger by-your Adverſary's aft Move; nr 
offer to attack till you have confider'd : 
what Harm he would be able to do you | 
by his next Moves in conſequence of - 
your's ; that you may. prevent his De- - 


figns, if buctful, before it be too late. 


— 


ah "IF. 
* 
IS. 
k 


7 of. 


w Faur FEY is in a pr 


ofperous 
Way, never be diverted from purſuing | 
your Scheme. 1 if poſſible) on to giving , 
him Mate, by taking any Piece, or other - 
Advantage, your Adverſary may pur- 
poſely throw: in your Way, with the In- 
dem, that by your taking that Bait, he 
wish gain a Move chat would make 
your Deſign miſcarry. 1 
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n bet gqu Aena s ob wi ' 
| When you are eta a well-lay'd. 
Attack, but find it. neceſſary to force. 
your way thro your Adverſary 8 Defence, 
with the Loſs! of ſome Pieces; if upon 
<ounting' as many Moves forwards | as 
you can, you find a Proſpect of Succeſs, 
Tuſh on boldly, and facrifice a Piece or 
two to gain your End: Theſe bold . 
dempts n che fneft Games. | 


XIII. 


Never let your Queen ftand 10 before: 


your King, as that your Adverſary, by 
bringing a Rook or a Biſhop, might 
check your King if ſhe were not there, 
for you . 8 hardly r to 1 her. . 


tory II e eee 

Let not {out Adverſaty's Knight Ge 
ll Gally if duely guarded) come to check 
1 jour King and- — or NO — 
[| "_ . 


Sent Sides of ths Board, che Adverlary 
muſt advance upon the other King the 
Pirvins he has on that Side of the Board: 


Jin playing. at, & HESS. 61 
Rook, or your Queen and Rock, or 
your two Rooks, at the fame time; for, 


in the two örſt Caſes, the King being 
forc'd to go out of Check, the Queen or 


the Rook muſt be loſt; and in the two 


for 0 Pi © Wait 51109 aa 3 12 


i S las 2 _ 10 . 
Take care that, no. guarded Pawn of 


your pris: ire} s fork. two vue. 1 N 


DRE: < '# þ- ws! 150 ik 013 * TS HY 
y 4 N eee 
Wuen * © Rings have Saldted on dig. 


taking care to bring his Pleces; eſpecially 


his Queen and Rocks, to ſupport them; 


and the King that bas caſtled, is not to 


Pang fil fored'to to it. 2 
214 « 4+ > 451 24A E | 1s Jo 


fl. 85 u LD XVII. Yet]; {20} 
AY Paying th Bans. endeavour. oy 
15510 have. 
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have a Move as it were in Ambuſeade; 
what is meant by it, is to place the 
Queen, Biſhop, or Rook behind a Pawn, 
or a Piece, in ſuch a Manner, as that 
upon playing that Fawn, or Piece, you 
diſcover a Check upon your Adverlary” $ 
King, and conſequently may often get a 
Piece, or ſome other Advantage by it. 


© — - - ” 
FY £4 Seri ; 4 
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19 wh ow 
"Newer 8 an * Piece With 4 


better, if you can dg it with a Pawn, 
becanſe that better Piece may in that gaſe 

be, as it were, gut of play; for the fame 
reaſon, you gught not to guard a Pawn | 


with a Piece if you have it in y. 
Power 0 Sat We a A wa 


A Pawn; paſted, bs veell PET 
often coſts the Adverſary a Piece. And 
if you play to win the Game only, when- 
ever * have gain d a Paun, or any 
ava other 


King to ſupport them, go on to Quegn 
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other Advantage, and are not in Danger 
of lofing the Move thereby, make as fre- 


quent Exchanges of Pieces as youican. 


If you have three Pawns each upon 
the Board, and no Piece, and you have 
one of your Pawns on one Side of the 


Board, and the qther two on the other 


Side, and your Advexſary's three Pawns 
are oppoſite to your two Pawns, march 


with your King as ſoon as you can to 
take his Pawns, and if he goes with his 


with your ſingle Pawh, and if he goes to 
hinder him, take his Pawns, and puſh 
the others to Queen: This ſhews the 
nee of a paſs'd Pawn. | 
* 

At the latter End of a Game, each 


Party having only three or four Pawns 
on dent Sides of the Board, the 


Kings 


"64 Neale and Obſervations 
Eings are to endeavour to gain the Move 

in ee) to win the Game. For Exam- 
ple; if you can bring your King oppo- 
ſite to your Adverſary's King, with only 
one Houſe between you, you will have 
ain d the Move. 


110 XXII. 

When your Adverſary has Hi King 
and one Pawn. on the Board, and you 
have your King only, you will never 
loſe that Game, if you can bring your 
Eing to be oppoſite to your Adverſary's, 

: when he is immediately either before, or 
on ont fide of his Pawn, and there is 
only one Houſe botween the den ach | 


XXIII. 10 BR 14 
2 your Agverſary has a 1 


# + 10 


his Biſhop is not of the Colour that m- f 
mands the Corner-Houſe his Pawn” is 
going to, and you have only your King, 
7 " 1 75 
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if you can get into that Corner you can't 


'©| Joke that men 1 10 win wit 6555 Aa 
* | | 

8 Stale. 1 5 7 JY IRE 

1 XXIV. E f 

ly 


5 When you have greatly the Diſadvan- 
tage of the Game, having only your 
Queen left in play, and your King hap- 
pens to be in the Poſition of Stale- Mate, 

keep giving Check to your Adverſary's 
King, always taking care not to check 
him where he can interpoſe any, « of his 
Pieces' that makes the Stale; 10 doing, 
you-will at laſt bre hini'ts take Fl 

Queen; and then you in the Game by 


W. GAIL 5 Vg Cn 
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Never cover a Cheek with a Piece that 
« Puum puſh een h way elle for 
ad fear of wth. that Pawn-for it. 


- 1; $$ 1H4 is inen ON: ITE 11127 Vim 


wi g 2 ine IZ 7 XXVI,. 198. (16. 1 . 
ng. | Anas care that youre 
1 King 
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King has a Moxe, for fear of giving a 
Stale-Mate; therefore, don't crownd him 
up with your Pieces, _ you inadver- 


* ws One. 
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88 ge. or- the gloſe Game, be 


e cyre ou bring out all your Pier 


ces into play before vou hegin t attack; 
for if you don't, and your Adverſary 


does, you will always attack, or be at- 
tack d, at a great Diſadvantage; this ſo 
$ficnual; that yqu had better forego jan 
Advantage than deviate from it;; 4nd T 


may venture to pronounce, that no Per- 


ſon can ever play well at this Game, that 
6; wa put his Rule ſtriiy in Prac- 


tice; 
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tice; and don't let any Body imagine, 


that theſe preparatory Moves are uſeleſs, 
becauſe he does not receive an immediate 
Advantage from them; they are juſt as 
neceſſary, as it is at Whiſt, to deal thir- 
teen Cards round before you begin to 
play. In order to bring out your Pieces 
properly, I would adviſe to puſh, on your 
Pawns. fuſt, and ſupport them with your 
Pieces, and you will receive this Advan- 


tage from it, that your Game won't be 
| crowded; I mean by this, that all your 


be Pieces will be at Liberty to play and 
er | aſſiſt each other, and ſo co-operate to- 


will haye done very well, eſpecially if 


wards obtaining your End; and this far- 


ther is to be obſerv d, that either in your 
Attack, or Defence, you bring dem gur 
ſo rA be e dd * 6 


I. 


"A you 5 brought * So your 
Pieces, as I have premis d, which you 


you 
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you have your Choice on which Side to 
caſtle (which J would always adviſe to 


do) I would then pauſe a while, and con- 


fider thoroughly my own and my Ad- 


verſary's Game, and from his Situation, 


and obſerving where he is weakeſt, I 
would not only take my Reſolution 


where to caſtle, but likewiſe where to 
begin my Attack ; and it ſtands to Rea- 


ſon, you can't do it in a better Place 
than where you are ſtrongeſt, and your 
Enemy weakeſt. ' By this Method tis 


very probable, that you will be able to 
Preak thro” your Adverſary s Game, in 


Which Fray ſome Pieces muſt of courſe 
be exchang d. But few pauſe again, 
and” ſurvey both Games attentively, and 
don't let your Impetuoſity hurry you on 
too far with this firſt Succeſs; and my 
Advice to you now in this critical Junc- 
ture (eſpecially if you ſtill find your Ad- 
verſary pretty ſtrong) is to rally your Men 


| again, and put them in _ Order for a 


ſecond 
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ſecond or third Attack if needful, ſtill 
keeping your Men cloſe and connected 
together, ſo as to be of uſe to each 
other: For want of this Method, and a 
little Coolneſs, 1 have often ſeen. an al- 
moſt ſure, Victory ſnatchid out of a. 
Player's Hands, and a. total 'Overthrow 
enſue. But if after all you can't pene- 
trate ſo far as to win the Game; never- 
theleſs, by obſerving theſe Directions, 1 
apprehend you may till be very ſure of 
having a well-diſpos'd Game; and this 
brings me to the third Part of the une 
which is the Concluſion. 


| | r | | EDGE, | 
And now that I am come to the laſt 
Period of the Game, which abounds 


alſo with Difficulties and Niceties ; it 
mult, be obſerv d, where your Pawns, 


? ate ſtrongeſt, beſt, connected together, 


land neareſt to Queen; you muſt likewiſe 


mind how your Adyerſary's s Pawns are 
"27 2000008, 


911 
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diſposd, and in what Degree of Prefer- 
ment they are; and compare theſe Things 
together, and if you find you can get to 
Queen before him, you muſt proceed 
without Heſitation; if not, you muſt 
hurry on with your King to prevent 
him; I ſpeak now, as ſuppoſing all the 
Noblemen are gone; if not, they are to 
attend your Pawns; and likewiſe to pre- 
vent your Adverfary” 8 fron eng to 


Queen. 


Some general Ru LES, by way of Corro- 
Horation and Supplement to what has 
been abi faid. | | 


'P 


8 lo- be too much afraid” of þ® 
ys loſing a Rook for an inferior 
— Piece: : My Reaſon is this, altho” } 
pl Rook i is better than any other except 

the 


for plaping f RSS., 7 
the Queen, yet it ſeldom comes into play 
ſo as to operate until the End of the 
Game, and, therefore, it happens very 
often, . that. tis better to have a leſs: i, 
e ar than a bane outs 4 


es +4 o] 


Wn 5 5 


When you have moy'd a . P that : 

_ [your Adverſary drives you away with a 
+ Pawn, take it for granted (generally 
ſpeaking) that it is a bad! Move; your 
_— gaining that. double Advantage 
boxen you of advancing hiraſelf; and mak- 
ing: you-retire: I think this deſerves At- 
ention; for altho the firſt Move may | 
not be much between equal and good 
Players, yet the Loſs of one or two 
ore, after the firſt, makes the Game | 
almoſt irretrievable. Alſo; if you-defend 
nd can recover the Move, or the At- 
| , (for they botly go together ) {x6 
tho fte in a n of n 


cept * 8 0 


II. If 
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* you nl ig ſuch a Moye as that, 


having Liberty to, play again, you, can 


make nothing of it, take it for granted 
tis an exceeding bad one; for at this nice 
Game no Move can be indien. 


* 


1 * „ Y% — 4 mt 9. & * 24. 


If your Game is ſuch, that you have 
ſcarce any thing to play, tis your own 


Fault, either for having brought out your 


Pieces wrong, or, which is worſe, not 


at all; for if you have brought them out 
right, you muſt bre Jae ane to 


Pay. 
P 


? 


Don't be too much afraid of doubling 
a Pawn, three Pawns together are ſtrong, 


but four, that make a ſquare, with the 


- Helpof other Pieces well-manag'd,make 


an invincible Strength, and, probably, 
20 III in 


8 5 7 


you can't fave it, give it up, and beſtow 
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in time of need, may produce you a 
Queen; on the other fide, two Pawns, 


with an Interval between, are no better 
than one; and if imprudently you ſhould 


have three over each other in a Line, 


your Game can't be in a worſe Situation; 


examine this on the Table, and the 
Truth of it will ſtrike you. Your Bu- 
ſineſs therefore, is to keep your Pawns 
cloſe cemented and connected together, 
and it! muſt be great Strength on the 
other fide that muſt Ws res them. 
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10 When A Piece f is * ne as OY 


your Thoughts how to annoy your Ene- 
my in another Place, whilſt he is taking 
it; for it very often happens, that whilſt 
your Adverſary is running madly: alter a 
Piece, you either get a Pavyn or two, or 


ſuch a Situation as ends 1 in his e 


tion, * * 4 | D YH 3 "33 © 1 4 8017 
915 E vn. Sup- 
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7 Suppoſing your . Queen and another 
Piece are attacked: at the {ame time, and 
that by removing your Queen you muſt 
loſe your Piece; in this caſe; if you can 
get two Pieces in exchange for your 
Queen, I would adviſe you rather to do 
it, than retire; for obſerve, tis the dif. 
ference” of three: Pieces; which::is more 
than the worth of à Queen; beſides, 
that you keep your Game entire, and 
preſerve your Situation, which very of- 


ls ha 


ten is better than+a Piece; -nay, rather 
than refire, I. Woukl -give my Queen 
for a Piece and a Pawn or two, nay, 
almoſt for hat can get; fer do but 
obſerve, amongſt good Players, this ee 
thing, (to convince you this, Advice is 
not bad) that when the Attack and 
Defence is thoroughly fonn d, and every 
ching prepar'd for the Storm, if he 
that plays firſt is oblig d by the Act ee 


Wl 
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the Petſon that defends to. retire, it ge- 
nelly andere thake of he > 


| the attack'd. Side. | * ev) 


vu. 


. - Don't) aim at changing without rea- 
fon; 'tis ſo far from being right, that a 
good Player will take this Advantage of 
it, that he will ſpoil your Situation and 
mend his own; but in theſe following 
Caſes tis quite right; when you are 
ſtrongeſt, eſpecially by a Piece, then 
every time you change, your Advantage 
increaſts;. this is ſo plain it needs ne 
Argument: Again, when you, have 
play d a ren. qo pour Adrien op 
5 plain dan wants to remove yon pre- 
vent him therefore, and don't loſe A 


Move. 


r 
92444 
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g 


Every now and then, 1 would have 
ni E 2 you 
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you caſt up your Game, and make the 


Balance, then take * Meaſures ac- 
cordingly. bY ; 


3 

At the latter-end of the Game eſpe- 
cially, remember your King is a Capital 
Piece, and don't let him be idle; tis by 
his means, generally, you get the Move 
and the qo | 


n , . © ” #% _ ” by 
&3 io 1.4 c , & 4 4d > 9 a4 ' 4 


+ Obſerve this alſo, dar as 0 Queen: 


Rook, and Biſhop operate at a diſtanee, 
tis not always neceſſary i in your Attack 
to hie them near your Adverſaty's | 


King; they do better at a diſtance, can't 
be drove "Pe and a Sale 


| Mate. > ; & 


* * * 
FX 
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XII. 


When you have a Piece that you can 


take; and that can't ee” you, don't be 


« <4 urs wes 


„ 1 > 
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80 ME ſee where you can make a 
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45 . 
'Tis not always right to take your 
Adverfary's Pawn with your King, for 


very often it happens to be a Safeguard 
and Protection to your King. 


XIv. 
When you can take a Man with dif- 
ferent Pieces, don't do it with the firſt 


that occurs, but conſider. thoroughly 
with which you had e take i it. 
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LAWS & CHESS. 


I. f 
— LY 
off a 


1 PF, you 3 your Mun, you muſt 
play it, and "if 550 quit it you 
cannot recall it. 
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868 


U. > 


a wg Miſtake, or rH 1 
2 a falſe Move, and your Adverfary 
takes no notice af it till he hath play'd 


| his next Move, neither of you. can re- 
call it. 


. - III. 88 
If you miſplace your Men, and play 
two Moves, it Heth in your Adverſary's 
Power or Choice whether he will permit 
vou to begin the Game, or not. 
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for playing at CHESS. 79 


. 


I the Adverſary playeth or diſcovereth 


a Check to your King, and gives no no- 
tice of it, you may let him ſtand ſo till 
he gives notice. | 


V. 


After your King has moved, you can- 
not Caſtle. 
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